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Some RPG Terminology
RPG, a role playing game
PC, player characters
NPC, non-player characters
Player, a human sitting at the table
Characters, imaginary persons (PCs and NPCs) controlled by the players and the referee
Referee, the player that has the primary responsibility to ‘run’ the NPCs and facilitate the game
Dice, RtR uses normal six side dice for checks
Checks, when an outcome is in doubt, roll dice and count your successes based on the difficulty number  (the default is 4+)
Cards, players use a custom deck of icons to mimic the random magic in the fantasy world of Ruin
Combat round, is only a handful of seconds in length.  In one combat round, all characters and NPCs get to perform one action each.
Hex, short for hexagon, a single space on a hexagonal grid used for moving on some maps

Why are we here? 
	Introduction… 
	Tara threw up a shield spell to block the goblin archer’s arrow.  “Join the Guild they said.” The arrow shattered and she conjured up a fireball to scorch the humanoid.  “Become an adventurer they said.”  With the goblin a burning mess, Tara barely had time to recover before a roc’s shriek rattled the arena.  As the great bird swooped in, she clenched her first and pulled down on the levitation spell.  The surprised roc smacked into the stone floor with a cracking of avian bones.  It also put out what was left of the burning goblin.  “Learn a craft they said.”  The gate to the right rose up.  Tara could hear the clacking of the hooves before the minotaur came into view.  She summoned a suit of diamond mail armor, “They failed to mention the final exam.”
	When the Gods created the world, they kept the magic for themselves.  However, not all the deities thought that was fair (or entertaining.)  So, Khaos took it upon himself to give the gift of magic to those that would embrace it.  Of course, there was a catch.  While he gave mortal creatures some of his power, he also did it randomly.

	Many generations later, the Mage’s Guild seeks to train those that would accept Khaos’s gift.  You can lift yourself out of the dirt and squalor of a mundane existence if you have the talent (and you do or you would not have lasted this long.)  However, the Guild isn’t interested in bookworms and philosophical scholars.  They create survivors, people that could think on their feet.  To hammer home the point, they created the Arena.  After all, if you couldn’t survive there, you would have no chance in the Ruin.
	It would probably be good to mention the Ruin.  Mad experiment gone wrong, pit of evil, tomb of a mad or dreaming god, no one knows for sure.  For that matter, no one has ever found the bottom, successfully mapped the interior, or discovered the source of its power.  But, there’s no denying that it is a terrible place of danger, magic, and loot.  The Mage’s Guild built their Academy near the Ruin for a reason.  There are always people desperate enough to seek them both out.
	Rise up to the challenge before you begin your descent into the Ruin.  
Who are you?
	Character creation… 
	To play Road to Ruin you need to create a character.  A character is a set of attributes that helps to define that person and give the player a framework for playing the game.  Most of them are on a scale from one to ten.  There are three groups of attributes: descriptive, physical, and mental.
	Race: 
	This is gender, genetics, and job all on one line. Or, what you were before you became a Guild apprentice.  For example, you could be a female human herbalist or male darkling assassin.  The Mage’s Guild does not discriminate based on race.
	Rank: 
	This is your place in the Guild ladder.  All students begin with a rank of zero, they are not inducted to the Mage’s Guild just yet.  If they survive to graduate, that character will become rank 1.  As you rise in the ranks, you will have more influence in Guild politics, access to more resources, and most likely be tasked with more perilous missions.  Each time to increase in rank, increase one of your physical or mental attributes by one point.  Complete more Guild missions (such as Ruin runs) to improve your rank.
	Rich: 
	This attribute reflects your access to mundane goods like weapons, armor, and other non-mage stuff.  Most characters are dirt poor and start out at 1.  It’s possible to start out higher depending on your race.  For example, being a noble or perhaps a gnome banker.  Some jobs like being a mercenary might give you a +1 Rich for weapons and armor only.  Of course, hauling shiny loot out of the Ruin will increase your Rich level.
	Rage: 
	Smashing your opponent into a messy paste is a time honored tradition even if the Guild prefers a more magical solution.  As your rage increases, so does your potential for carnage, some weapons (such as bows) have a maximum rage limit.


	Roll: 
	Rolling with the punch or literally rolling out of the way, roll is the ability to avoid damage though agility.  Even non-fighters will find it handy to have some skill in rolling out of harm’s way.
	Ribs: 
	This is your general toughness.  Any damage you take will temporarily reduce this attribute.  Armor reduces the damage you take before your Ribs attribute is marked off.  Your character’s Ribs score also represents your hardiness and resistance to poison.
	Rack: 
	This is actually a mental attribute and vitally important to your magical career.  The total number of icons or spells you can keep in your head at one time is determined by your Rack.  At the start of the game, deal your character a number of icons equal to your Rack attribute.
	Rite: 
	Holding icons in your head is one thing.  The ability to channel magical power into those icons is a manner of knowing how to tap raw magical energy.  You can think of Rite as your magical battery and skill with magical lore and trivia.
	Ruse: 
	Some characters have learned that there are other ways to get what you want without direct confrontation.  Ruse measures the ability to trick, deceive, lie, foil traps and locks, and generally be a sneaky person.
	Putting it all together…
	Now we need to back them up with numbers.  You average student as 12 points to allocate to the six attributes of rage, roll, ribs, rack, rite, and ruse.  You have to allocate at least one point to each.  Race, rank, and rich work a little differently.
	The world of Road to Ruin is pretty open ended.  This is intentional.  I want the players to contribute and make the story their own.  To that end, there are no extensive lists of fantasy races and occupations.  If your players want dwarves, elves, and orcs, that’s cool.  If they want darklings, goombahs, and slizzards, they are just as cool.  The same applies to your job; feel free to be practical or eccentric as fits your character.
	Your choice in gender, genetics, and job does have an impact in the game.  If the player can bring those elements into their story and actions, they can earn bonus dice.  For example, Jacob the blacksmith is examining a magical ring.  The player convinces the referee that his metal working skills will help him.  So, he gets to roll dice equal to his Rite + 1.  This can also work against you.  If the referee knows that an NPC has a grudge against darklings.  Tara the darkling might have a -1 to her Ruse check when trying to fool that NPC.


	Starting equipment…
	You can gain access to a variety of mundane gear depending on how Rich you are.  The rich levels assume one item of a given type, if the player wants three suits of chain mail, the referee should change the cost of that and increase the rich level required.  The lists are only a guide. 
	You are limited to carrying a number of things equal to your Ribs attribute.  If you exceed that, up to double your attribute, take away one die from your Rage and Roll checks.  If you have more than double the number of things you can carry, you can’t fight or dodge and all other checks are at -1 die.
	Rich 0:
	Weapons: none (well, maybe a fist sized rock or a jagged bit of bone)
	Armor: none
	Clothing: rags
	Food: bread crumbs, garbage
	Goods: a begging bowl
	Rich 1:
	Weapons: a knife, a sling (Rage max 2), a staff (1 thing), a hatchet (1 thing)
	Armor: reinforced cloth, a wooden buckler (1 thing)
	Clothing: simple clothing, a robe in the school colors
	Food: stale bread, meager vegetables
	Goods: a plain tankard, candles, string, sandals
	Rich 2:
	Weapons: a dagger, a javelin (1 thing), a cudgel (1 thing), an axe (2 things)
	Armor: leather armor (1 thing), a wooden shield (1 thing)
	Clothing: sensible clothing with fancy things like buttons and bows
	Food: fresh bread, healthy veggies, passible meat
	Goods: a few torches, pewter utensils, a coil of rope (1 thing), shoes
	Rich 3:
	Weapons: a short sword (1 thing), a heavy spear (2 things), a battle axe (2			things), a spiky mace (1 thing), a hunting bow (2 things, Rage max 3)
	Armor: reinforced leather with plates (1 thing), a reinforced shield (2 things)
	Clothing: respectable clothing with some quality fabrics and color
	Food: simple pastries, plentiful veggies, fresh meat
	Goods: an oil lamp, a nice tankard, a quality pipe, boots
	Rich 4:
	Weapons: an ornate dagger, a long sword (1 thing), a heavy flail (2 things),			a war bow (2 things, Rage max 4)
	Armor: chainmail (2 things), a metal shield (1 thing)
	Clothing: fancy garments with lace and other frills
	Food: fancy baked goods, exotic veggies, choice cuts of meat
	Goods: a nice lantern, silver utensils, a compass, some really fancy shoes


When can you act?
	How to resolve actions… 
	Walking down the stairs, flirting with the apple cart vendor, cooking dinner; these are simple actions that the characters can do and be automatically successful at.  It gets interesting when the outcome is not obvious or it is actively being resisted.  To find out what happens, the player needs to perform a dice check.  This is simply a matter of grabbing dice equal to the relevant attribute and adding or subtracting any bonus dice.  Skills, weapons, armor, and defensive magic can all give you bonus dice to your checks.
	For example, Flint (Rage 3) wants to quietly smash an iron lock with his mace.  The referee decides that Rage with a +1 for the metal mace is appropriate.  Flint grabs four dice.  Rolling 1,4,2,6; Flint gets two successes (dice that are 4 or higher.)  That’s one more than needed, so the referee declares that Flint nailed it without alerting any guards.
	Opposed checks work the same way, with the extra step where the defender’s successes are subtracted from the attackers.  While combat (Rage vs Roll) is your most typical opposed check, a magical attack (Rite vs Rite) or guile (Ruse vs Ruse) is equally possible.  Failing to defend against an attack inflicts a wound.  You can take wounds equal to your Ribs.
	There are some tasks where a single check is not enough.  For example, searching a town for a fugitive might require 12 successes where each throw of the dice is equal to a four hour block of time.  A long task usually has failure conditions such as a time limit.  For example, the referee say that if the fugitive is not found in 24 hours, the trail goes cold or the locals turn hostile.  If the players take the time to role play their strengths, the referee might give them bonus dice for the task.
	Tactical time… 
[bookmark: _GoBack]	When it gets down to life or death, the time scale becomes more detailed.  Character actions that might take minutes or hours are now restricted to a handful of seconds.  Characters can MOVE/CHARGE/DODGE or take a few steps (a ‘space’ is a single hex or square on a grid) and perform ONE other action per combat round.  Choose wisely.
AIM	Spend your action aiming a BOW and add one die to a SHOOT action
ATTACK	Attack an opponent in an adjacent hex or square with a RAGE check
CAST	Cast a spell to help you or an ally, casting a spell at enemy is a RITE check
CHARGE	Move up to five spaces in a straight line and attack, ROLL checks are -1 die
DEFEND	While you normally get a ROLL check for free, defending give you a bonus die
DODGE	Move up to three spaces and gain a bonus die vs ranged attacks
HOLD	Wait so you can possibly ATTACK when an enemy enters an adjacent space
MOVE	Move up to five spaces and you still get your normal defense checks
SHOOT	Sling a stone, hurl a javelin, shoot a bow, this is a RAGE check
REST	Draw new icons to replace those already cast
USE	Drinking a potion, reading a scroll, slowly climbing a rope, etc.
Characters act in order from highest to lowest Roll.  PC & NPCs with the same Roll act at the same time.  HOLD can slow you down if you have to wait for another to move close.
	Spellcasting… 
	If you want to rise up in the ranks of the Mage’s Guild and descend into the depths of the Ruin, you need to use magic.  The gift of Khaos grants mages random icons up to their RANK attribute in number, but what you do with those icons is up to the player.  Iconomancers use these icons as a blueprint to channel their magical energy.  Here are some examples:
	Spell Icons
	How it can be used…

	[image: ]
	One of the first spells taught to students is the lift or levitation icon.  Students learn that life can be used on you, your friends, or inanimate objects.  Its reverse effect, pull, has some uses in pinning down opponents or plucking fruit from a tree.  When used offensively, the mage must make an opposed RITE check.

	[image: ]
	Brain Freeze is generally an offensive spell used to make an opponent lose their next action.  More sophisticated applications of the spell would slow the target over a number of rounds based on the successes earned.  A more brute force approach would be to directly inflict cold damage.

	[image: ]
	Maggot is a popular prank spell for spoiling your rival’s lunch at school, but it can be applied to more combat oriented purposes.  The most common usage is to summon a large and terrible larva to attack your enemies for you.  The summoned creature lasts for a number of combat rounds equal to your successes on a RITE check.

	[image: ]
	The paper lantern is a good spell icon for summoning a floating lantern that will follow you for hours until dismissed, destroyed, or quenched.  A more refined use would be to create a lantern that reveals hidden things.  A mage can trade successes in a spell to create differing qualities at the expense of duration.

	[image: ]
	The mail shirt icon is a wise choice for creating magical armor or enhancing existing armor.  Again, the mage has to assign their successes to quality versus duration.  An interesting alternate usage by some of the more fashion conscious students is to use this icon to improve the quality of their clothing.


	A quick example, Jank has a RANK and RITE of three.  His current icons are a book, a clover, and a black cat when he unfortunately gets jumped by a goblin bandit.  Jank doesn’t want to risk losing a success in an opposed check so he decides to summon a cat.  With luck, he gets three successes.  He could conjure up a kitty for three rounds, burn a success and upgrade to a bobcat for two rounds, or spend two successes on a leopard for only one combat round.  He figures a bobcat will buy him some time to run and to hopefully get a combat oriented icon after the cat spell has ran its course.
	There is a limit on how many spells you can keep going at the same time.  This is the same as your Rack.  You can only draw a replacement icon when a spell has expired. This keeps mages from running around with a dozen summoned items or creatures.  The general rule is that items can last an hour per success while animate objects and summoned creatures only last one combat round per success.


Where can we go?
	Ruin runs… 
	The Ruin is a magical construct of unknown origin and purpose.  All attempts to destroy it or conquer it have proven fruitless.  However, quite a few people are happy to plunder its depths (or heights depending on where you go.)  
	To begin, you will need a set of ruin tiles and markers to indicate doors.  It is also helpful to have distinctive markers for the places and dungeon inhabitants.  This can be anything from coins and scraps of paper on up to elaborate painted miniatures.
	You start by placing a random tile at the edge of the table.  It is entirely possible that the characters could be faced with a dead end corridor or a room without an exit.  If that happens, closing the exterior door randomized the Ruin (except for rooms that are occupied by the PCs.)  Place the tile in any orientation that allows it to connect with the outside.
	Explore the Ruin by simply placing one tile next to the other.  There are a few restrictions that the Ruin imposes on the tiles.  When you enter a tile you need to see what tiles are connected to it.  Corridor connections are obvious, but room tiles have some randomness.  For each wall that is not blocked or already connected, roll one die.  On a one, two, or three, there is nothing there.  On a four, five, or six, draw a tile and add it.  If it is a corridor, put a door marker there.  If it is a room tile, the room is now larger and there is no wall between the two (or more room tiles.)
	Some tiles indicate a trap is present.  All traps have a Rage of 2 plus the level above or below ground level.  You can use either your Ruse or Roll to resist the effects of the trap if you decide to cross the spaces it is in.  There traps are very difficult to disable for the same reason that the Ruin is impervious to destruction.
	Most corridors are empty, but rooms can be looted and are frequently guarded.  For each room visited, roll for guardians, if vanquished, roll for the objects in the room.  The base roll is one dice plus the level above or below the ground level.  A roll of 1 is always nothing regardless of the level.  A roll of 6 is a trap regardless of level.
Guardians, table I
	Die Roll Total
	Regular Room
	Library
	Throne
	Magic Circle
	Cage

	2
	Creature, lvl 1
	Empty
	Creature, lvl 2
	Empty
	Empty

	3
	Creature, lvl 1
	Empty
	Creature, lvl 2
	Healing
	Empty

	4
	Creature, lvl 2
	A librarian
	Creature, lvl 3
	Healing
	Creature, lvl 1

	5
	Creature, lvl 3
	A ghost
	Creature, lvl 3
	A trap
	Creature, lvl 2

	6
	Creature, lvl 3
	Small demon
	Creature, lvl 4
	A trap
	Armor

	7
	Creature, lvl 4
	A mage
	Creature, lvl 4
	A mage
	A trap

	8+
	Creature, lvl 4
	A demon
	A dark lord
	A mage
	A trap





Guardians, table II
	Die Roll Total
	Knight’s Tomb
	Cobra Statue
	Pentacle
	Fountain
	Prison

	2
	Empty
	Snakes
	Empty
	Water
	Empty

	3
	A weapon
	A cultist
	A sacrifice
	Water
	Empty

	4
	Armor
	Cultists
	A maiden
	Healing
	Empty

	5
	A skeleton
	A priest
	A tome
	Healing
	A peasant

	6
	A vampire
	A mage
	Small demon
	Magic
	An adventurer

	7
	A mummy
	A naga
	A demon
	Magic
	A lady

	8+
	A dark lord
	Naga-demon
	Large demon
	Teleport
	A princess



Loot Table:
	Die Roll Total
	Weapon
	Armor
	Chest
	Coins
	Storage

	2
	Dagger
	Cloth armor
	Empty
	Small change
	Food

	3
	Javelin
	Wooden shield
	Rich clothing
	Small change
	Water

	4
	Axe
	Leather armor
	Rich bonus die
	Rich bonus die
	Clothing

	5
	Short sword
	Metal Shield
	+1 Rich
	Rich bonus die
	Rope

	6
	Ornate dagger
	Magic leather
	A potion
	+1 Rich
	Lantern

	7
	Magic bow
	Chainmail
	A scroll
	+1 Rich
	Potion

	8+
	Magic sword
	Magic mail
	Magic item
	+2 Rich
	Potion



The Arena… 
	For a student to become a full member of the Guild, they need to survive the final exam which is mortal combat in the Arena.  Unlike the Ruin which is a grid, the Arena is an open space on a hex grid loaded with traps.  Students enter from one of the four doors at the South end of the Arena and need to exit through the single door at the North end (or give up by leaving via one of the South doors.)  If more than one student chooses the same door, they need to decide who enters first.
	Next, randomly place mystery counters and six random trap counters on the arena map.  One mystery counter is assigned for each of the question marks and one trap or obstacle is placed on each of the skull markings.  Traps always act last in a combat round.  Most are passive and only threaten the hex they are in and the adjacent hexes.  However, there are a few that will attack at range and target the nearest player.
	Finally, every five combat rounds, a creature is released from one of the four gates at the North end of the Arena.  These creatures will seek out the nearest student and try to kill them to the best of their ability.  Creatures start out at level 1 but after the first one, if a 5 or 6 is rolled on the die, the creature level increases by one.


What is that thing?
	A bestiary… 
	This bestiary gives you a sample of the terrible things out there that want to snack on your bones.  Creatures are divided into groups based on creature level, a term that generally indicates how dangerous something is.  Creature stats take the form of Rage/Roll/Ribs/Rack/Rite/Ruse and assorted notes.
	Creatures, Level 1… 
Cultist 	2/1/2/0/0/1	Mindless thugs of the Naga cult.
Goblin	1/2/1/0/1/1	Agile humanoids will use weapons & armor if available
Skeleton	2/2/1/0/0/-	Undead that are usually equipped with a hand weapon	
Snakes	1/1/2/0/0/-	If bit, make a Ribs 3 check to avoid being poisoned	
Wolf 	2/2/2/0/0/-	In a pack, a wolf will charge and try for a knock down	
Zombie	2/1/2/0/0/-	Undead, too dumb to avoid hazards, moves slowly

	Creatures, Level 2… 
Adventurer	2/2/2/0/1/2	Greedy folk, usually carry weapons and armor
Demon, small	2/2/1/1/2/2	Crafty and mischievous , has one permanent spell	
Ghost	1/1/2/1/3/1	Immune to most weapons, has chill touch as a spell	
Gnoll	2/2/3/0/1/1	Likes to carry spears and cloth armor
Roc	2/3/1/0/0/-	A bloodthirsty bird of prey, it can move and attack
Priest, evil	1/2/2/1/2/2	A minor spell caster with a wicked dagger

	Creatures, Level 3… 
Demon 	3/2/3/1/3/2	Nasty creature with one permanent spell
Mage	1/3/2/3/4/2	A competent spell caster with an ornate dagger	
Minotaur	3/2/4/0/1/1	Not too bright,	but built like an ox with an axe
Mummy	2/1/4/1/4/2	Undead with the feared corruption spell, can’t run	
Naga	3/3/2/0/2/2	Human/Snake warrior skilled with a variety of weapons
Vampire	3/3/3/1/3/3	Undead with life steal as a spell, uses weapons & armor

	Creatures, Level 4… 
Dark Lord	4/3/4/2/4/2	Powerful undead with weapons, armor, and magic
Demon, large	4/2/4/3/4/3	Dangerous in melee or a magic duel, use weapons	
Fire Drake	5/2/5/1/4/2	Naturally armored and has fire breath as a spell	
Naga-demon 	4/3/4/1/3/1	Naturally 	armored and has poison breath as a spell
Nefarious Ooze	3/1/6/1/4/-	Immune to most weapons and magic, acid touch, slow
Shadow Fiend	4/4/4/2/4/2	Never seen, has create darkness and teleport as spells	
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